is not an unfamiliar thing and has reached almost every aspect of human life, including aspects of education and learning. The use of ICT has become a fundamental requirement in supporting the effectiveness and quality of the educational process, especially in supporting creativity and accuracy in the development and utilization of learning media. The need to develop learning media is necessary for special educational needs (SEN), which is to educate and prepare children with SEN to be able to live independently in the society. The development of learning media for children with SEN should be arranged with a clear study on the user experience (UX) model development framework. The existing challenge is how learning media could be developed with the focus on UX aspect and the ability/ limitations of children with SEN, with the hope that the prepared learning media can be used to help these difficulties and limitations in SEN, which in turn motivate children with SEN to learn. UX modeling aims to optimize the development of learning media that is appropriate for SEN, thus is expected to enhance the children with SEN experience in the process of knowledge acquisition and absorption as an independent life provision.
INTRODUCTION
The utilization of Information and Communication Technology (ICT) is not an unfamiliar thing and has reached almost every aspect of human life, including aspects of education and learning. The use of ICT has become a fundamental requirement in supporting the effectiveness and quality of the educational process, especially in supporting creativity and accuracy in the development and utilization of learning media. The need to develop learning media is not only necessary for public schools, but also for Special Education Needs (SEN), which is to educate and prepare children with special needs to be able to live independently in the society. SEN is an educational unit that aims to help learners who bear a physical and/ or mental disabilities to be able to develop the attitudes, knowledge and skills needed as individuals and members of society in the conduct of reciprocal relationship with their social and cultural environment as well as to develop skills in the workplace or embark on further education.
There is an existing grouping of students with SEN has been stipulated in a Government Regulation, namely the blind, deaf, physically disabled, mentally disabled and those with behavioral issues. This grouping is based on the existing abnormalities in children, whether physical, mental or behavioral. In this study, we look at the group with mild mental disability with an IQ ranging between 50-70 [1] [2] . In general, mild mentally disabled have an incompatible development of everyday behavior compared to their potential capabilities, often experience delays verbally, saying words that are not easy to understand, delays in the understanding and use of the language, and also have a weakness in motor skills [3] .
To provide quality education for all children, especially for children with SEN is challenging. SEN should be well prepared [4] . Mild mentally disabled difficulty can affect the preparation of learning media, among others, is to increase the capability to read and write simple words or sentences and also the management of limbs motion. The existing development of learning media for SEN has not been drawn up by a clear study on the user experience (UX) model development framework.
The existing challenge is how learning media could be developed with the focus on UX aspect and the ability/ limitations of SEN, with the hope that the prepared learning media can be used to train reading and writing simple words or sentences and also managing body movement, which in turn can motivate children with SEN to learn. UX is defined here simply as the emotions, attitudes, thoughts, behaviors, and perceptions of users across the usage lifecycle [5] . A product has certain features (content, presentational style, functionality, interactional style) [6] . The emergence of attention to UX on HCI has opened our view, without exception, on the perception of learning media [7] .
UX modeling aims to optimize the development of learning media that is appropriate for mild mentally disabled students. A reference model for developing UX model is provided by Beauregard and Corriveau; Hassenzahl and Takatalo et al [5] [6] [7] .
II. APPLICATION OF LEARNING MEDIA

A. Basic Concept
Simple basic concepts are needed in the development of learning media for children with SEN. These basic concepts may include attention to learning media application in relation to the children with SEN interaction as users with limitations. These interactions are expected to enhance the learning process carried out by SEN. The application of information, including knowledge of the strengths and needs of learners [8] .
B. Learning Media Application Product
The concept overview of application product for learning media for children with SEN includes attention to four issues in developing the learning media [6] , these are the content, presentation, functionality and interaction. It is expected that attention to the four basic concepts that are properly prepared can improve the children with SEN experience in the process of knowledge acquisition and absorption during the learning process. Learning Media are expected to have special attention to the content, presentation, functionality and children with SEN interaction with the learning media. Learning content is prepared as simple as possible, with the material adapted to the curriculum that applies to SEN, abstract learning materials can be structured into concrete, with the presentation not only in the form of text but is equipped with images, animation, video and audio. Learning media functionality needs to be considered so that children with SEN get the ease of learning. Likewise, attention to the children with SEN involvement in the use of safe and comfortable learning media is also needed. The learning process to use interesting learning media can increase the willingness and ability to learn to understand the material [9] . Simple things that can be prepared to produce the learning media in accordance with SEN discussed in this basic concept is the use of text, images, animation, video and audio. The use of texts in the learning media is always followed by an audio and visualization of images, animation or video to facilitate the absorption of information. Likewise, the utilization of a navigation menu in the learning media should use the simplest, consistent with the grouping that is also shown in its simplest form. The use of text in naming of the menu should also be modest, have a single meaning, and use a large text size.
III. INTERACTION WITH USER (CHILDREN WITH SEN)
Human interaction with a computer, or the frequently used term is Human Computer Interaction (HCI), has a focus on the user experience (UX), which is how the experience to a product design, application or web media felt by the user. The emergence of attention to UX on HCI has opened our view, without exception, on the perception of learning media [7] . Interaction in concern is the interaction that occurs between learning media products and users with disabilities. This interaction is expected to provide an improved cognition, improved emotion, improved learning motivation, longer attention span, good perception and purposeful behavior. An overview of the interaction product concept and the expected results can be seen in Figure 1 below. ------------------------------------------------------------------- cognition, improved emotion, improved learning motivation, longer attention span, good perception and purposeful behavior
Contet about animals ------------------------------------------------------------Presentation text, images, animation, video and audio ------------------------------------------------------------Functionality capability to read and write simple words or sentences and also the management of limbs motion ------------------------------------------------------------Interaction
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cognition, improved emotion, improved learning motivation, longer attention span, good perception and purposeful behavior Fig. 1 .
User Experience Model
The model presented above can be the basis in preparing the learning media, with the hope that the user experience can be realized when learning with that media. An overview of the learning media intervention with interactions that can result in user experience is described in Figure 2 below. 
Learning Media Intervention
Learning media involving various input devices to support direct interaction between children with SEN with the learning media is expected to increase some of children with SEN capability variables, which in turn also improves cognition, emotion, motivation, attention, perception and behavior. The measurement of children with SEN capability variables includes the ability of hearing, speech, reading, writing, right hand response, left hand response, legs response, and jumping, can be increased from low to high.
IV. DISCUSSION
A. Methods and Approch
Execution method, that is chosen to improve the learning process of SEN, is constructed by focusing on some priorities and it offers the method of approach as follow.  Observation of requirements, characteristics and limitations of children with SEN  Selection of subject that will be the focus of learning media development. Learning process of SEN is to prepare themselves to be able to live more independently in the future once they become adults. This research has discovered the possibility to develop learning media for specific subjects and this learning media can be constructed by benefitting from ICT. One of requirements of children with SEN is to learn how to identify the animal.  Creation of matrix for comparing standard competencies to be achieved to content to be given, as well as construction of user interface design (presentation of the learning media).  Development of software application for learning media is done by using touch screen, keyboard, mouse as input device.
B. Utilization of Learning Instrument in Class
The next stage is utilization of learning media in class. Activities in this stage are implementation of system design which has been made previously into a software application.
Examples of development in the use of the model UX to prepare the learning media used to learn about animals. Figure  3 shows an example applications of learning media. This application will be used as learning media for children with SEN learn to know about animals. Learning media will be tested on three children with SEN, supported by intensive assistance by teachers on each learning session. Indicator that will be measured are: the ability to name the animals and typing the name of the animal, said the number of animals and typing the number of animals, said animal body parts and choose body parts of animal. Fig. 3 .
applications of learning media
The child will be observed in two times learning by using different input devices . The first observation of the child will use the mouse and keyboard and the second observation using the touch screen. Table 1 are the result of testing for children with each given 180 second to use a aplication of learning media. utilization of instructional media with the touch screen easier to use than the mouse and keyboard .
V. CONCLUSIONS AND RECOMMENDATIONS
By focusing on the basic concepts in creating a design that can foster user experience, there are a number of conclusions as follow:
1. Understanding the character, ability, specificity and limitations of children with SEN before preparing the appropriate learning media is absolutely necessary in the hope that the learning media can enhance the children with SEN experience in the process of knowledge acquisition and absorption. 2. Preparation of the product planning in the form of learning media should focus on the content, presentation, functionality and interaction. 3. Good interaction between a user and their limitations as well as with the learning media that has been well prepared is expected to provide an improvement for children with SEN, especially on their cognition, emotion, motivation, attention, perception and behavior. 4. These basic concepts can be used as a reference in preparing the learning media for SEN.
